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Introduction 


Congratulations for purchasing this 

Faulcon de Lacy Cobra Mk III fast 
space trading and combat craft This 
flight manual supplied with the craft is 

designed to familiarise you with all 
the aspects of space flight combat 

and trading provided by the advanced 

systems aboard your new ship, and 
we hope you enjoy if 


Your Cobra Mk III comes witha smglepulse laser, three homing missilesand foreand aft shieldsfmed 

available for the Cobra, which you can pay for from the 


as standard equipment Many extras are 
profits you make while trading Alternatively. Cobras are ideal for bounty hunting (collecting bounty 

by hunting down pirates), and sadly are occasionally used by some unscrupulous pilots for piracy 

pproved by the Elite federation of pilots They are a group known throughout the eight 
galaxies for their expertise m space combat Your ship board computer will tell you 
combat rat mg according to the Elite federation This starts as Har mless and progresses all! e way 
io Elite Becoming "Elite shows acceptance in to the Elite federation itself the dream ot pilots 


your official 


everywhere 
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Control System 

The Cobra Mk III is of course equipped for the highest G forces experienced during combat so it comes with the latest 

m control systems which can operate the ship entirely from the main Slouctvo malic acceleration couch The 
controller does different things if button 8 is pressed 

When Button 8 is noi pressed 


When Suitor B is pressed 


Drve 


Speed up 


Ron left and 
noi ngri s 


1 


MOV* seipf cor 


■ 


I ' 1 4 


turn i&rirt nghl 






B 


H I 


■ V 






— '1 


Climo 


F ires irve 




O 


the i^w:', 


U 


Anfrvates 1t»e cutw* icon 
[Fr«sing aB twice m 


Slow itow? - - 


P«u» 


/ 


Pause 


A,:lrv tn* 
tunerl icon 


■juieii succession also Ooes thwj 


Selector 




The Se i eel or square i led is used lo select 
icons by moving tower [hem To activate the 
icon press SELECT 

Somenmes an u:on w»J! appear blank This 
happens when a f nn-ciion is not available F or 
insianci 1 rhe Missile icon does not show 
when you have no missiles left 


■■ 


■- 


V 


■v 
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> 
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Getting Started 


Once you have turned on the power to your Cobra Mk III. your main display should first snow (he logo of the E life Pilots 
Federal ion i shown on the right |,to show they nave approved the quality of construction of your craft Press START 
when you are ready The screen will then show a succession of di lie rent space crafi for recognition practice This is 

what your ship's computer displays when il is idle. 


Your Cobra Mfc III nas a facility to simulate practice combat sessions This =s engaged by pressing START on the 

Cobra Mk 111 fitted with a beam laser and three homing 


controller After a short message, combai begins with your 
missiles pitted against three poorly equipped craft, each with a pulse laser 


if you would to try this practice combat straight away press START Your ship board computer will time these 

and tell you how long you took to destroy all three enemy craft You can use missiles if you like tsee 


sessions. 

'Advanced Combat 'i. but there is a sotty second penally on the lime for each missile used 


More experienced pilots may pass through this by pressing SELECT on iheir controller 


Practice Combai Mode 


Space craft Recognition 


Start Up Screen 
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A Trial Run in your Cobra Mk III 


New pilots are expected logo on a relatively safe run to lest ou! thesr Cobra Mk III and to familiarise themselves wdh 
the conirols The recommended run bom (he Faulcon de Lacy shipyards orbiting Lave is the 5 6 light years to (he 
Corporate State of Zaonce, where there is little or no piracy 

Lave is an agricultural world, so food and textiles are quite cheap li is recommended to take some cargo on this run 
otherwise you are noi fully testing the Cobra T oke ali the food available and fill up to maximum j2G tonnes! w!'- 
textiles 

Buying Some 


To do this, use the selector square to select ihe Stock Markei icon and activate it This shows a lass o< all of the trade 
items available on Lave The current amount of each item in your cargo bay is shown m the right hand column 


Now buy 16 units of food by holding down ihe RIGHT bullon The display now snows 16 tonnes ol food at the top Of the 
right most column, and a dash in the column lo <ts left lo show (here is no more left Move down one row and buy 4 

tonnes of lexides You can 


whais m the cargo bay by activating 


the ' inventory' icon 


Status Display for Commander Jameson 


Stock Mark el Icon inventory icon 


Move up one item 
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Launching from the Space Station 

Now select (he Launch icon and activate it You will briefly see the force shield at the entrance to (he space station 
as you are launched quI into space Then you will see She planet Lave rotai mg below The Cobra Nik III snot equipped 
to enter a planet s atmosphere, because the weight of shielding required would make H too slow for combat This «s 
why all trading is done at the space station Press UP or DOWN until the planet is no longer on the view screen Thisis 
to make sure you do not hit it while you are preparing for a hyperspace jump 1 


Using the Local Map 


Now select [he Map *Cdn and activate it This shows the positions of the nearby star systems, with Lave n the 
centre The ring shows The distance you' Cobra Mk Hi can travel using the amount nl fuel you currently haye aboard 
Use the controller to move [he small cross over ihe Zaonce system, then activate the Date on System'' icon (rt should 
already be Selected! Tfns display Shows information on Zaonce from the archives of your Cobra Mk III Activate the 
Map' icon again when you are ready 




Launch icon 


Data on System Icon 


You* v i ew after La u n n i ng 





Making a Hyperspace jump 

Now select and activate the Front View icon [hen select and activate the Hyper space icon 
count-down while your hyperdnve engines charge up for the lump [hough hyperspace After the iump you are >n the 

Zaonce system 

Now the riskiest part piloting your Cobra to a space station Zaonce s one of ihe sale si systems, so you are unlikely to 

be attacked 

finding the Planet 

Use the compass Isee picture) to point your Cobra towards t he planet To do thus lurn until the solid green dot shows on 
the compass If you can see a hollow dot then turn around Now turn the ship until the dol is >n the Centre of The 
compass, when the planet should be visible on the mam screen Pomr your crati directly ai it, and accelerate u. full 
speed isee Control System on page 3 j! you have forgotten how to do this! 

Now select an activate the Fast Forward icon This skips through until something happens keep activating it until 
the icon disappears This means a further sktp would have taken you too near the planet, or you are bemy attacked If 
attacked then do your best to desiroy The attackers This will he quite hard, as you have no emra weapons 


shows a 


Tne Compass 


view after Hyperspace 


Once you have arr.yed at the Planet 


h.;h4 4*jc« JCD* 


^HPif ■' - ft, KifiT- 


^ hi For* i- t icsin 
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Finding a Space Station and Docking 

You should now be quite near toone ol (he space stations orbiting the planet Zaonce When your scanner delects one., 
the Docking Computer .con should appear Using the Docking Computer wilfeosl you live credits II is safest for you 
to use i| on your first trip, since manual docking is very hard, so selecl and achvaie This icon 

If you don i want 10 watch the docking use I he Fasi toward .con which will Jake you directly into the space station 

II you would like lotrymanuaidocking. then you must imp the Cobra up wiih the sloton the front of the space station, 
and maich your ship's roll to it white you lly through (he slol tf you a*e going slowly enough then your shields will 
resist any minor impacts, and you will dock safely If you are unsure watch the Docking Computer before frying u 
yourself 

You are now safdy docked ai Zaonce so select the "Stock Merkel icon and sell alt your cargo The pnces on the Sioek 
Market fluctuate between visiIS. but you should now have over 150 Cred ts cash Quite a profit for your Irrst mission 1 


F asl F o rw ar d I con 


Zaonce Market Frees 


DoCkmq 



Storing your Position 

It is sensible to store this position, so you can come back to it later To do this, select and activate the Stored Positions 
teen (You may onfy store positions while docked! The commmander starts with the name "Jameson' but ihiscan be 

changed 

To change ihe name select and activate the Change Name" icon Use UP or DOWN on the controller io selecl The f irsi 
letter of the name you want Then press RIGHT anddothenexi letter If you make a mistake press LEFT and try again 

Press button A once you have done (he Iasi fetter 

Now store your commander's file by moving >t mio one of the eight storage slots on the right of (he screen using i he 

coni roller. 

To select a daffereni commander move up and down the list of stored positions until the one you want is highlighted, 
and move it to the ' Current Position' If you do not wish to save your position, then press L F FT from the current 


When turning off the power to the Control Deck you must holddown ihe RESET button Failure to do so may result n 
loss of your stored commanders The battery is used lo reia«n commanders lor 1 ive years, but conditions under which 
the Game Pak is kepi (such as exposure to high temperatures* may shorten the battery s life 


Stored Positions icon 


Change Name icon 
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Buying Extra Ship Equipment 


Sele-CS and activate the ' Equip Ship" (con This mode Connects directly with the space stations computer network 
which will immediately arrange fitment of any item Fuel is also bought here Items fitted here may noi be sold again 

since (hey become a pari of your ship, so choose carefully! 


only be allowed to buy an item if you have 


Choose the item you would like to buy. and press button A to buy it You w 
enough cash, and if you have room for it When buying fuel, hold down button A until you have all the fuel (hat you 


warn 


When buying lasers, a list of different directions will appear, as rn me picture on ihe right These correspond lo the 
different combat views If you choose a direction in which you already have a laser, then that laser is replaced by the 
new one and its cost refunded to you 

Higher Tech Level worlds have more equipment available on them than lower levels The Tech Level of a world is 
listed on the Data on System page 


Ship Equipment available 


Equip Ship (con 


Selecting a view for a laser 


at Zaonce 


LfeMi-r 


Move up one Hem 


t i » m 
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-i 


• • 

HI ■ « 
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4 iTi Ell 


■■ 
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1 r 
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TV. >__ 
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Move down one item 
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Advanced Combat 

Missiles 


In addition to lasers, the Cobra comes with three missiles. and may carry up to four To fire a missile it must first be 
given a target To do this select and activate the Arm Missile' icon This will cause one of the missile indicators to 
flash, and a yellow targeting square to flash m the middle of the gun sight 

Now turn your Cobra until the object you wish to fire the missile at is centred n your sights When this happens the 
targeting square will stop flashing and the Tire Missile icon will appear If you targeted the missile at the wrong 
object by mistake then activating ' Atm Missile again will disarm it 

To fire the missile select ant} activate the "fire Missile icon You do not need to be pointing at the obfect for this The 
missile will then try to destroy its target, but may be shot down, or destroyed with ECM. or may run out ol tael il the 
target was too fat away Remember to use missiles wisely as (hey will cost 30 Credits to replace 


Fire Missile icon 



































Using the Scanners 

Your scanners show where other objects ate relative to you. and help To find objects which are oH rhe screen Your ship 
is always a3 the centre of ihe scanner area and other objects are colour coded according to their sype 

Yellow * ships 

Blue junk (barrets, debris 

and asteroids! 

While ■ missiles. thargoid robot ships 
Green - targe objects 

(space stations, thargoidsi 


Object in from, above and to the left 


Fuel 


Shields^ 

Energy , 
Cabin temperature 


Speed 




Altitude 




L 




Laser temperature 


Scanner 


ECM 


tJk 


ECM (Electronic Counter Measures! is used 10 destroy alt missiles m the vicinity and is activated 
using ihe "ECM icon Any ship can have ECM but most cannoi aflprd n The ECM held causes a 
ng zag effect on the display This happens even if u was the ECM o! another ship 

Fuel Scoops 

Fuel Scoops enable (he Cobra to slum hydrogen luel oil the surface of Ihe sun They activate automatically, and 
message is displayed to show they are working They can afso be used to scoop up cargo canisters and other debris 
T his is done by f lying ai one so tbai it passes just between ihe view screen. The item a canister is brief ly printed up, bui 
beware since it is possible to pick up illegal goods like this 

Extra Energy Unit 

This allows the Cobra's energy banks and shields io recharge more rapidly 


ECM Icon 


a 
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Pulse Lasers 

One set is filled io ihe front view of the Cobra Mk HI as standard They automatically cut off when they have 
over healed, and wifi soon cool down 

Beam lasers 

These are powerful lasers which fire continuously They use more power than a pulse laser and overheat morequiekly 

Military Lasers 

A more powerful version of the beam laser, originally designed lor military use 

Mining Lasers 

A special high power pulse laser Mot much good lor combat since ihey take a long time to charge up. but ihey reduce 

asteroids to usable fragments of minerals which can be scooped up with Fuel Scoops Good for use io Left or Right 

views 

Escape Capsule 

A life suppon pod, often seen ejecting horn stricken craft during a battle This carries a pilot in 
suspended animation to the nearest space s'anon It also mcludes an insurance policy which will 
replace ihe pilot s ship with a new one All cargo is lost and ihe escape capsule is not replaced This 

is activated using the ’Escape Capsule icon 

Energy Bomb 

Use with care since if destroys all smaller ships loot Thargoids or space stations) in the vicinity, 
except ihe ship using it Thisonly works once, then a new one can be bought It is activaied using ihe 

"Energy Bomb " icon 


Capsule tern 




j- . ■ . 


Energy Bomb 

fcon 
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Advanced Interstellar Navigation 

Galactic Map 

You have already seen how to make hyperspace jumps To 
plan over a larger distance use the Galactic Map Get the 
Local Map on the screen (as on page 6}. ihen select arid 
activate the Map icon again This will give a display like 
I hat one the ng hi Now switch between Data on System 
and this map to plan your route 
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Corporate State 

Democracy 

Confederacy 

Communist 

Dictatorship 

Multi-Government 

Feudal 

Anarchy 


Safest 




Galactic Hyperspace 

This is a one-use hyperspace drive which tumps the Cobra 
to a different galaxy If has a built m power pack so does not 
use hyperspace luel 

Docking Computers 

Th«s allows automaled dodu ng without paying the 5 Credits 
charged for use ol the space station's Docking Computer 


Most 

P i racy 
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Data on System 

Th€ enconomy type controls the prices of trade hems The 
government type gives an idea of the amount of piracy (see 
right) - stricter government mean less piracy 
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Interstellar Trading 

Choice ol trade “terns is important if a profit is to be made Food will be cheaper on a Poor Agricultural world than a Rich 
Industrial because there is plenty where it is grown Computers will be cheaper on an industrial world because they 
are made there See page 5 for operating your Cobra s trading facility 


T rade Item 


Race to buy 


Ave Pnte 


Trade Item 


Place to buy 

industrial 

Agricultural 

Industrial 

Agncullural 

Agricultural 

Anywhere 

Anywhere 

Anywhere 


Awe Price 


Food 
T exl ile s 

fladroac hves 
Robot staves' 

Beverages 

Luxuries 
Rare Species* 


Agricultural 

Agricultural 

Agricultural 

Agricultural 

Agricultural 

Industrial 

Agricultural 

industrial 


4 4 tonne 
6 4 tonne 
21 2 'lonne 

B O/each 


Machinery 

Alloys 

Firearm?* 

Furs 

Minerals 

Gold 

Platinum 

Gem Stones 


56 4 ton n e 


32 8 1 on n e 


70 4 lonoe 
56 0/ tonne 

8 O-'tonne 


91 7 lonne 

114 8 Tonne 


6b 2 kg 

164 g 


These Hems are illegal, but are included on ihe trading network by unscupulous dealers Trading in ihese effects 
your legal rating if you are seen when launching or docking, and may cause the GatCop police force to chase you Some 
experienced pilots wi|h lough ships have found ihis a good way lo earn money as ihe price of illegal hems varies a 
greai deal Alien items may somehmes be scooped gp after doing battle with Thargoids 

Large Cargo Bay 

This is modif real ion to Ihe Cobra to increase its cargo hold size to 35 tonnes 
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Other Controls 


When you press START to pa u se <i diKerenl row ol icons appear, like those below These allow you to restart jr-ti to 

change some of the controls To conhnue. press START again and the display will reiutn to the way it was before u 
was paused 

Activating the 'Restart ' Icon abandons the current position, and returns 10 the space craft 
recognition display 


Restart icon 


The One Pilot' icon shows (hat Ihe controls are 


Two pilots may control the Cobra together 
currently set for one pilot Activate this con to change to two pilots One controller is used to fly 

the ship while (he other works the weaponry This mode may also be entered by pressing a 
button on the second controller when the space craft recognition is displayed 


One Pilot Two Pilot 

(con 


M u sic may be turned on and off by activatmg the J Music icon Sound effects may also be 
turned off. by activating the "Sound” icon 


i 


Music Icon Sound Icon 


Direction' icon changes the way the controller is used to lly the Cobra, so that 


Activating the 

UP is cbmb and DOW hi is d've 


Direction Icon 


Activating the "Damping- .con stops the Cobra returning to straight and level flight when no 
button on the controller is pressed 


Damping; Icon 
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Observer's Guide to Ships in Service 

U is vitally important that a pilot can instantly recognise I he different ship types likely to be encountered This »s partly 
because when in space it is difficult (o tell whether a ship is very big bul a long way away or small and close All good 
pilots know it is foolish to lake on a ship against which |hev have little or no chance of surviving Unfortunately 
lawlessness is rife in many systems so alt precautions should be taken 

Crates will destroy a ship n the hope a tew sturdy cargo canisters will survive the explosion They will then use their 
Fuel Scoops to pick them up, and sell them ai other worlds Occasionally a pirate will be caught by ihe galactic police 
force GalCop seii-ng scooped up illegal goods but are rarely caught in the act of piracy This «s why GalCop offer 
rewards for pilots who destroy pirate ships There are many of these Bounty Hunters around and they will only 
attack ships wnose legal ratings are not' Clean' There are other ships nor on this lisi since the Elite Pilots Federal on 
does not have complete information on them 


A small reward is paid for clearing the space lanes rjl asteroids since 
ships are occasionally damaged by collisions with them Care should 
be taken since asteroids a re a favourite hide out for flock Hermits 
solitary souls [often human! who live in hollowed out asteroids, and 
will not take kindly to being shot at 


See enclosed Wall Chart 
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. . , * smugglers and pirates 

, . 45 0 30 ft 
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* „ Lasers 


Usage * * , 
Dimensions „ . * 
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Cargo capacity „ . , 
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■■ 
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* 


170 60 76 It 


Dimensions . , * 
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■■ 
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■ ■ ■ 
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Hyper space capability « 
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Boa Class Cruiser 


........ freighter 

.... 115 60 65 ti 

■ * * . * 125 tonnes 
. . . Lasers, 6 missile 
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fc P 




Dimensions , , * , 
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Armaments . , . * 
Max-mum speed . „ . , 
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■ ■ 
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Hyperspace capability , . , . 
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. . 1 or 2 


■ 


M 
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Fer-de* Lance 


Usage .. lone pirates and bournv burners 

Dimensions * * „ 


. , * * . 95 20 45 ft 


IB 


- 


. . 15 tonnes 
. . . . Lasers, 2 missile 


Cargo capacity . 


■ ■ - ■! 


■ I 


* * ■ 


Armamynts . , , 


■ ■ 


Maximum speed . . „ . 


. , . 2 of 3 


Crew number , * * 

Hyperspace capability , . . . 
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■■ 
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.55 15 70 ft 

, , ♦ * * * * 3 tonnes 
. . Lasers. 1 missile 
. . . 0 30 bghi speed 

■ ■ i m 1 
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* ■ 4 


■ ■ 
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„ * . . pirates 
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. * . . 2 tonnes 
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■ ..*,* 30 tonnes 
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Dimensions . 

capacity 
Armaments * „ . 


■ # * 4 ■ 
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■ ■ * * a- * m m 


Maximum speed . * * . 


Crew number „ , 

Hyper space capacity , , , . 
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« * *> + o 
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r Scout Ship 


- ■ * naval stout and p-rate 

* . * *35 1S/65fi 


■ -P 




Dimensions 


* u m m 
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■P ■! 


cargo capacity , , * * 

Armaments * * 


■ ■ " 
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* * . * Lasers 
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Maximum speed . * , * 
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Crew number 


* . 1 
* No 


P 1 * i 
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Hyperspace capability * B 


i 


■ ■ * 


a ■ * ■ ■ ■ 


Tharejoid Invasion Ships 


Usage . 

Dimensions , * * 

Cargo capacity * * . . 
Armaments . . * 

Maximum speed * * . 

Crew number . . , 

Hyperspace capability . . * . 


. . deadly alien ships seen occasionally 

* * . « unknown ibul large) 

* . * unknown 


■ 


■ 


I- 9 


4 


9 


B 


, * * unknown 

♦ * , * Yes 


■ 


■ 


■ 


■ 





ir 


Dimensions * * „ „ 

Cargo capacity * * . 
Armaments . . , * 

um speed 

Crew number . . , 

Hyperspaca capability . . 


. , , 35/10 30 ft 

6 tonnes 
. , None 
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t * I 1 
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■ ■ ■ ■" 


1 


2 

9 9 4 V *B 

. . * * No 
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Viper (GalCop Police Ship! 


Usage , * . 
Dimensions , , * 


■ » . 


■ 


■ * n 


9 fa 


■■ 


P 


. . . . 55 ■ 80■50 f 1 


9 


capacity * . . * 

nts ■ ■ V «a 


#t ■ i 


, Lasers, 1 missile 
. . 0 32 li 




Maximum speed * ■ , 


Crew number 


1 


My per spate capability * . , . 


. .. , * No 


Usage * 

Dimensions 
Cargo capacity , . . . 

Armaments * . 

Maximum speed . „ „ 
Crew number , , » + 


* - . - *carr>ed by large ships as life-boat 

25/12/25(1 


ir 
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